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EQUIPMENT J 


Nobody stays angry at me or 
around me for long, since I can 
defuse any amount of tension. 





Creativity: the world is in need 
| of new ideas and bold action. 





I'm a sucker for a pretty face. 





SHELL DEFENSE: You can 
withdraw into your shell as an 
action. Until you emerge you 
gain +4 bonus to your AC, and 
you have advantage on strength 
and constitution saving throws. 
While you are in your shell you 
are prone, your speed is 0 and 
can't increase, you have 
disadvantage on dexterity saving 
throws, you can't take reactions, 
and the only action you can take 
is a bonus action to emerge from 
your shell. 


SNEAK ATTACK: Once per turn, 
you can deal an extra 1d6 
damage to one creature you hit 
with an attack if you have 
advantage on the attack roll. The 
attack must use a finesse or a 
ranged weapon. You don't need 
advantage on the attack roll it 
another enemy of the target is 
within 5tt of it, that enemy 

isn't incapacitated, and you don't 
have disadvantage on the attack 
roll. 
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1.7m 200kg 
HEIGHT WEIGHT 


Green None 
SKIN AIR 
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feanbic INSPIRATION: You use a bonus action on your turn to 
choose one creature other than yourself within 6Oft of you 

who can hear you. That creature gains one Bardic Inspiration die, a 
6. Once within the next 10 minutes, the creature can roll 

the die and add the number rolled to one ability check, attack roll, or 
saving throw it makes. The creature can wait until after it rolls the d20 
before deciding to use the Bardic Inspiration die, but must decide 
before the DM says whether the roll succeeds or fails. A creature can 
have only one Bardic Inspiration die at a time. 


SONG OF REST: You can use soothing music of oration to help 
revitalize your wounded allies during a short rest. If you or any friendly 
creatures who can hear your performance regain hit points at the end 
of the short rest, each of those creatures regains an extra 1d6 hit 
points. 
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